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This Bachelor’s Thesis was carried out in collaboration with Youth Mental Health Associa-
tion Yeesi, where I volunteered, before the thesis idea was suggested to the association. It 
was thereby known in advance, that the idea was well suited for Yeesi. 
 
The main goal was to produce an empowering board game that could support and 
strengthen the mental health of young people. The second significant aim was to develop 
the board game into a strengths-based tool for professionals working with young people. 
The game’s features and aims matched those of Yeesi, and the association wanted the 
game to become a trademark product that could be distributed for professional use. The 
game is based on theories concerning mental health, mental well-being, strengths-based 
work, and empowerment. 
 
15‒19-year-olds from two high schools and one vocational college participated in the de-
velopment of topics for the game. The draft version of the game was tested in one high 
school and two vocational colleges. Thus there was a total of three test sessions. In be-
tween them, changes and improvements were made to the game.  
 
Based on all three test sessions, the majority of feedback from the students and teachers 
was positive, and their improvement suggestions were used to develop the game further 
during a post-testing internship at Yeesi. Yeesi and I decided that the game would be dis-
persed via the internet to high schools, vocational colleges, and various organizations that 
work with young people. In addition to the printable format, it is possible that a cardboard 
version of the game will be published and distributed to youth centers and other establish-
ments that do youth work. 
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Tämä opinnäytetyö toteutettiin yhteistyössä Nuorten mielenterveysseura – Yeesi ry:n 
kanssa. Opinnäytetyön tekijä toimi kyseisessä seurassa vapaaehtoisena ennen 
opinnäytetyön idean ehdottamista seuralle, ja siksi oli jo etukäteen tiedossa, että idea 
sopisi Yeesille. 
 
Opinnäytetyön päätavoite oli luoda voimaannuttava lautapeli nuorten mielenterveyden 
tukemiseen ja vahvistamiseen.  Toinen tärkeä tavoite oli kehittää lautapelistä 
voimavaroihin perustuva työväline nuorten parissa toimivien ammattilaisten käyttöön. Pelin 
ominaisuudet ja tavoitteet myös vastasivat Yeesi ry:n toimintaperiaatteita, ja pelistä aiottiin 
luoda Yeesille tavaramerkki, jonka he levittäisivät ammattikäyttöön. Peli pohjautuu 
teorioihin mielenterveydestä, mielen hyvinvoinnista, voimavaratyöskentelystä ja 
sosiaalipedagogisesta voimaantumisesta.  
 
Pelin aiheiden kehittelyyn osallistui kahden lukion ja yhden ammattikoulun 15–19 ‒vuotiaat 
nuoret. Lautapelin luonnosversiota testattiin kahdessa ammattikoulussa ja yhdessä 
lukiossa. Testikertoja oli yhteensä kolme ja niiden välissä peliä muokattiin paremmaksi.  
 
Kaikki testaukset johtivat enimmäkseen myönteiseen palautteeseen sekä opiskelijoilta että 
opettajilta, joiden parannusehdotukset otettiin huomioon myös pelin jatkokehittämisessä. 
Jatkokehitys toteutui testausten jälkeen alkaneessa työharjoittelussa Yeesi ry:ssä. Yeesin 
kanssa päätettiin, että peli levitettäisiin internetin kautta lukioille, ammattikouluille, 
järjestöille ja muille nuorten parissa toimiville tahoille. Tulostettavan version lisäksi on 
mahdollista, että pahviversio pelistä julkaistaan ja jaetaan nuorisotiloihin ja muihin 
paikkoihin, jotka tekevät nuorisotyötä. 
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The idea for this Bachelor’s Thesis emerged from the wish to support, promote, and 
strengthen the mental well-being of young people. The decision to make supportive 
mental health work the subject of the thesis was based on a personal and professional 
interest in this particular area. There are few associations in Finland that focus entirely 
on supportive and pre-emptive, rather than rehabilitative, mental health work. Youth 
Mental Health Association Yeesi (Yeesi 2014), founded as recently as 2011, is one of 
the few with that particular focus. 
 
The idea of a board game for young people’s mental health was suggested to Youth 
Mental Health Association Yeesi. As a volunteering partnership with the association 
was already present, it was effortless to extend this to thesis collaboration, especially 
as the idea was well suited to the association. The mental health aims of the board 
game paralleled those of Yeesi. A board game was chosen as the medium of transmis-
sion, because young people tend to enjoy playing games. From the very beginning, it 
was agreed that the game would be published and distributed by Yeesi, as one of their 
products, for professionals that work with young people. 
 
The game was intended to be empowering, with the idea that young people’s mental 
health could thereby be supported, promoted, and strengthened. Yeesi works implicitly 
with an empowering approach, as it incorporates participatory methods in its main 
modes of work with young people. Due to the participatory phase of the game creation 
process, namely the part where young people participated in providing the background 
data for the game, Yeesi was a good fit for the game. The association’s motto is 
“nuorilta nuorille”, which translates as “from youth to youth” and shows its participatory 
and empowering approach; the organization has dozens of young people volunteering 
for the benefit of their own mental health and for that of their peers, hence the motto. 
Yeesi was a good match for the game also because it uses a strengths-based ap-
proach in its work with young people, and the game was intended to be a strengths-
based tool. A strengths-based tool also fits well with an empowerment approach, as the 




The main aims of the thesis can be summarized as the following: create a board game 
that could support, promote, and strengthen the mental health of young people; use 
empowerment as the means of this support; and develop a strengths-based tool that 
can be utilized by professionals who work with young people.  
 
The game creation process essentially involved four phases. The first phase was the 
acquisition of a background account from young people. This was done in order to map 
the mental well-being needs, issues, and challenges of the target group: 15‒19 year-
olds. The second phase involved the organization of the information, obtained from the 
young people, into categories or under umbrella themes, based on topics they brought 
up repeatedly. Phase three involved inventing game questions and tasks, based on the 
umbrella themes, as well as the creation of the game board layout, along with game 
instructions and general information about the game. The last phase involved testing 
the game on three separate occasions, as well as improving the game and its feedback 
acquisition, in between test sessions. Currently the game is being developed further 
and game distribution is planned for this upcoming winter.  
 
2 Background and Context 
2.1 Young People of Finland 
 
This section will cover general information about my target group within the societal 
context of Finland. By the end of the year 2011, the total population of Finland was 
5,400,267; young people aged 16‒29 comprised approximately 18% of this total (Koste 
2012: 10). Finland has specific legislation pertaining to youth. According to the Youth 
Act (72/2006), a young person refers to everyone under the age of 29. For the purpose 
of this thesis, however, everyone aged 15‒19 are included in the target group for the 
game. This was decided together with Yeesi.  
 
How are Finland’s young people doing in relation to well-being, conditions of mental 
health, and related factors? Most of Finland’s young people are satisfied with life, alt-
hough satisfaction with their free time and financial situation is decreasing. On the 
whole, young people have good relationships with their parents, and almost half of 
them see their friends on a daily basis. Weekly alcohol consumption and the number of 
tobacco-smoking young people have both been decreasing, since the start of the 21st 
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century. However, young people’s homelessness and youth unemployment have been 
increasing, and there are more than 50,000 socially excluded youth. Eight percent of 
school-aged youth don’t have any close friends, and alcohol-abusing parents cause 
problems for every fourth young person. (Koste 2012: 7‒8.) Furthermore, due to mental 
illnesses, there are more young people retiring on disability pension than ever before: 
1,566 in 2011 alone (Koste 2012: 35). These are all serious issues and factors that 
affect young people’s holistic well-being in detrimental ways and need to be addressed 
through services, such as youth work. 
 
2.2 Youth Work in Finland 
  
What is the nature of youth work in Finland and why is this relevant in the case of this 
thesis? In Finnish legislation, the Youth Act (72/2006) defines youth work as work that 
supports young people’s growth and independence, promotes their active citizenship 
and empowerment, and encourages interaction between generations. Juha Nieminen 
has researched the nature of Finnish youth work and come to the conclusion that it 
serves four general functions: 1) socialisation, 2) personalisation, 3) compensation, as 
well as 4) resourcing and allocation (Nieminen 2008: 23). The first three functions are 
of particular interest for this thesis, because they are synonymous with the goals of the 
board game: the socialisation function is the act of supporting young people with grow-
ing into members of society; the personalisation function is about offering young people 
opportunities for personal growth as well as inspirational learning experiences; and the 
compensation function comprises guiding youth that have challenges with social inclu-
sion, life control, self-actualisation, and equality (Nieminen 2008: 23‒25). As the board 
game is meant for use in the sphere of youth work, it is important that its objectives 
correspond with the functions of Finnish youth work. 
 
There are various organizations in Finland that do youth work, and it could be said that 
Yeesi is one of these organizations. If youth work is defined in terms of the Youth Act 
(72/2006), then any association that arranges activities for youth can be viewed as an 
organization that does youth work (Söderlund 2012: 195). In this sense, Yeesi is an 
association that does youth work, with just a specific focus on mental health promotion. 
Youth work done by municipalities and that done by associations are not mutually ex-
clusive; instead, they support each other. Not only that, but in many localities, youth 
organizations function as youth service providers. (Söderlund 2012: 193.) Essentially, 
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Yeesi is a youth service provider, producing a supportive mental health service for the 
young people of Finland. 
 
2.3 Mental Health Services for the Youth of Finland 
 
There is a variety of mental health services for Finland’s young people. On the most 
basic level, the professionals that look after Finnish youth’s mental health are teachers, 
school nurses, and school social workers. Generally these non-specialists are respon-
sible for primary care and early recognition of mental health problems in young people. 
In practice they do much of what is known as preventive or pre-emptive mental health 
work. Students can also get free help from a specialist professional, such as a school 
psychologist, whilst in primary, secondary, and tertiary education. Naturally, parents 
should also be sensitive to spotting mental distress in their offspring and accompany 
them to the local health centre if necessary. If the health centre considers the young 
person’s mental health challenge to be severe, a referral to specialized mental health 
care can be arranged by a doctor. Specialized medical care usually involves evaluation 
and care by an adolescent psychiatrist or clinical psychologist. In case of emergencies, 
such as suicidal behaviour, no referral to specialized medical care is required; certain 
hospitals take care of psychiatric emergency situations around the clock. In addition to 
the free access to public services, there is the possibility of getting help from the private 
sector. Private mental health services are provided by clinics and psychotherapists. To 
help with the costs of private services, a young person can get financial support from 
their own health insurance and Kela, national social security. 
 
Beside the public and private sectors, mental health services are provided by organisa-
tions, associations and foundations, which are referred to as third sector services. Nu-
merous organizations produce all kinds of services, which are most commonly funded 
by RAY, Finland’s Slot Machine Association, and free of charge to service users. The 
support and help provided by organizations comes in many forms: phone and online 
assistance, face-to-face crisis work, peer support, support persons, rehabilitation 
courses, and so forth. Most organizations provide the opportunity to participate in their 
activities through volunteerism, which is also a significant type of activity within Yeesi. 
 




Yeesi belongs to the collection of third sector mental health services and is a member 
association of The Finnish Association for Mental Health (FAMH), which gets its fund-
ing from RAY. Yeesi is also funded by Ray, but unlike its umbrella organization, Yeesi 
has a significantly lower threshold for those that want to volunteer, which is due to the 
different nature of its work. The association was founded as recently as 2011 and is a 
pioneer in giving young people the opportunity to promote and uphold the mental well-
being of themselves and their peers through volunteering. It is the first association to 
do so in Finland.  
 
The association offers strengths-based means by which everyone can strengthen men-
tal health and reports on issues related to mental well-being. Its most significant chan-
nel of influence and communication is social media, which is understandable consider-
ing how much young people use social media currently. Yeesi has its own website, with 
a blogspot, Facebook page, Instagram, and Vimeo. Social media offers young people 
several ways to volunteer, according to their own interests, skills, and strengths: blog-
ging, photography and video blogging called ‘vlogging’, for example. 
 
Yeesi arranges and gets involved in all kinds of events, aiming to raise awareness of 
the importance of mental health for holistic health, including how we can all positively 
influence well-being overall. Young people can volunteer by planning, arranging and 
participating in events.  
 
Yeesi also offers other low-threshold activities for young people, such as free of charge 
hobbies, like graffiti workshops. Any young person can participate and become part of 
a new community, make friends, develop their skills, discover their strengths, and 
thereby gain experiences of empowerment. Young people can get involved in the 
workshops by volunteering as facilitators or by being the participants that do their own 
graffiti art. 
 
Yeesi visits schools and vocational colleges to spread awareness of mental health, its 
significance, and ways to maintain it. Simultaneously, the association provides infor-
mation to the students about their activities, including volunteering opportunities. These 
visits are referred to as Yeesi-promos and volunteers can also conduct them. Workers 
and volunteers also encourage students to construct their own Yeesi-piste, which is like 
a living room for students on campus. The living room is supposed to meet the needs 
of the students and thus they decide what purposes it should serve. The students also 
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run the living rooms themselves. The idea behind the living room is that it could be a 
positive, relaxing place, which could raise community spirit and solidarity among the 
students, positively affecting their wellness and mental well-being. 
 
Yeesi acknowledges that mental health is something we all have and hence something 
we should all care about and take care of as much as possible. Yeesi also knows that 
good mental health can be promoted and supported in significant and diverse ways. 
  
3 Theory 
3.1 Mental Health 
3.1.1 Understanding mental health 
 
To begin with, it is necessary to have a mutually shared understanding of what is 
meant by mental health in this thesis. It seems that the most widely used and accepted 
definition of the term is the one provided by the World Health Organization (2007), 
which defines it as a state of well-being that entails recognizing your own potential, 
having the capacity to cope with life’s challenges, working effectively, having good in-
terpersonal relationships, and managing to make a contribution to the community. The 
long-term effects of the board game might bring about those elements of mental health 
defined by WHO: that young people would gain deeper insight into their full potential, 
attain a stronger sense of coping, function well and effectively in working life, have 
good relations with others, and have something good and meaningful to offer their 
community and society as a whole.  
 
The WHO’s definition of mental health, however, is insufficient for the purposes of this 
thesis. Mental health is such a broad, complex and jam-packed entity, that it cannot be 
defined satisfactorily based solely on the definition provided by WHO. As Hietaharju 
and Nuuttila describe, mental health is a state that changes throughout life and is hard 
to define, because it is affected by so many factors. They do, however, attempt to ex-
plain mental health in various ways: people are mentally healthy if they are able to in-
dependently cope with daily functioning, such as relationships, work, and free-time in 
such a way that they themselves and others don’t suffer. (2010: 12.) Mental health can 
be seen as a resource, which upholds psychic functions that people constantly use and 




When discussion of mental health emerges, it is commonly and erroneously confused 
with discourse on mental illness, as if these two could not be separate phenomena. In 
fact, they can be distinct. Even the WHO (2007) recognizes this fact, as it states that 
mental health “is not just the absence of mental disorder”. Finnish sources agree with 
this line of thinking, especially the umbrella organization of Yeesi, the Finnish Associa-
tion for Mental Health, which states in one of its course books: mental health is by its 
nature positive, and it does not just mean the absence of illness. When mental health 
and mental illness are separated from each other conceptually, it can be seen that 
mental health is more of a social concept, with an emphasis on life skills, than a medi-
cal one. (Karila-Hietala, Wahlbeck, Heiskanen, Stengård & Hannukkala 2013: 14.) 
Mental health is a relatively new concept within Finnish language, not emerging until 
the 1950s, and at that time it actually meant mental illness. Currently, though, mental 
health is viewed as part of health and a central resource in terms of holistic well-being. 
Such a resource-centred approach is salutary, emphasizing health, rather than patho-
genic, which highlights illness. (Karila-Hietala et al. 2013: 11.) 
 
Mental health refers to the experience of well-being and balance; it is associated with 
concepts such as good life and a balanced mind. To be mentally healthy does not 
mean, however, that a person’s mind could not intermittently contain anxiety, inade-
quacy, sadness, or even a diagnosed mental illness. Life naturally includes interper-
sonal problems, financial worries, job pressures, crises, and losses that challenge men-
tal health in many ways. Therefore, what is essential is that there are protective factors, 
as well as coping elements, in a person’s life. The resources that support mental well-
being are used and subsequently depleted on a daily basis, and therefore they ought to 
be strengthened on a daily basis as well. (Erkko & Hannukkala 2013: 29.) 
 
Mental health is like a life skill that helps us face the challenges of everyday life. It is 
equally important for everyone, regardless of nationality, gender, or age. (Karila-Hietala 
et al. 2013: 5.) Mental health is an essential dimension of any person’s overall health, 
and it can refer to the functioning ability within a person. Mental health can be defined 
as equity or a resource that helps people function in their habitat, as well as manage a 
variety of life situations and their related demands. The Finnish Association for Mental 
Health has sought to highlight this perception of mental health as a positive resource. 




In summary, this functional thesis does not focus on mental illnesses or mental health 
problems, but rather on the question of how to support, promote, and maintain good 
mental health. Therefore, the assumption about the target group is that it already has 
adequate mental health, and that there are mainly just challenges to do with living that 
can interfere with that condition.  
 
3.1.2 The mental health of young people 
 
Like the mental health of other groups, the mental health of young people is also fragile 
and vulnerable to the effects of life’s challenges and other powerful, external influ-
ences. The mental health of young people has been weakening for some time, and it is 
likely that this is related to the effects of modern society, with its materialist culture and 
media that do not promote a healthy self-identity (Furlong 2013: 185). Our contempo-
rary culture tries to convince young people of the misleading belief that wealth and 
possessions bring happiness. Current media is also a source of mental anxiety for 
young people, because it bombards them with unrealistic expectations regarding body 
image. (Furlong 2013: 173‒174.) Furthermore, young people are currently dealing with 
employment challenges that previous generations did not have, as the latter could hold 
on to the same job for life. The mental health of young people is also more vulnerable 
to stress and anxiety, due to this employment insecurity that they face now. (Furlong 
2013: 172.) All these external threats, which young people’s mental health has to man-
age somehow, functioned as motivation to create a game that could help them feel 
more empowered to do so.  
 
Like in many other developed countries, the mental health of young people in Finland is 
vulnerable to the detrimental effects of society’s influence. One such example is the 
kind of harmful images that advertising produces: advertising and media create social 
models of masculinity and femininity that are unrealistic, along with images that appeal 
to young people’s need of being accepted (Toivio & Nordling 2013: 108). It is subse-
quently unsurprising if young people’s mental health suffers as a result. In collaboration 
with Trend-magazine, The Finnish Association for Mental Health conducted an exten-
sive on-line survey, which showed that almost 80% of young women felt that physical 
appearance is greatly significant for mental well-being and almost 40% believed they 
would be happier if they looked better; the disturbing ideals of physical appearance, the 
contradictions between sex roles, and the striving for perfection all expose young 
women to depression and eating disorders (Toivio & Nordling 2013: 102). Designed the 
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right way, a board game might support the move away from an imperfection and sur-
face-focused youth culture to one in which young people realize their inner strengths 
and learn to utilize these in meaningful ways, subsequently supporting their mental 
health in the process. 
 
3.1.3 Supporting mental health 
 
According to The Finnish Association for Mental Health, supporting the mental health of 
young people is a component of pedagogical work; the support comes in the form of 
developing emotional and coping skills, strengthening the young person’s self-
knowledge, increasing the capacity of youth to stand disappointments and adversity in 
their life, as well as teaching flexibility when resolving conflicts (Erkko & Hannukkala 
2013: 12).  
 
One game objective included meeting several key purposes of mental health work with 
youth. In youth work it is possible to strengthen the resources that support young peo-
ple’s mental health. Personal identity is developed in situations in which young people 
have the opportunity to experience successes, as well as discover new skills and di-
mensions of themselves. Emotional skills are strengthened through discussion, func-
tional activities, and creative means. It is also important to have discussions with young 
people regarding their life direction, values and attitudes, as well as dreams and wishes 
for the future. (Erkko & Hannukkala 2013: 29.) A mental health board game could ena-
ble young people to have such significant discussions with greater ease. Mental health 
promotion means the enhancement of well-being at the individual and community level; 
the idea behind this is a positive health perception, the thought of mental health as a 
resource and strength, which is accumulated and used throughout life. Mental health 
promotion is essentially well-being strengthening activity. A person’s wellness can be 
increased by investing in the factors that produce health and well-being. In 2011 the 
European Commission stated that resource-focused or strengths-based work produces 
results: the capital invested in the promotion of young people’s mental health is re-
turned five-fold, within one to five years, compared to the capital invested. (Erkko & 
Hannukkala 2013: 13.) 
 
Mental health promotion, conceptually, is not the same as illness removal or preven-
tion. Symptoms and problems are prevented and cured. By comparison, mental health 
and related skills are strengthened and supported. (Karila-Hietala et al. 2013: 7.) Nev-
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ertheless, mental health promotion and mental disorder prevention overlap in theory 
and practice. Promotion and prevention differ, however, in the sense that the aim of 
promotion is to protect, nurture and enhance the mental health of everyone, while the 
focus in prevention is on thwarting mental health problems and disorders, particularly 
by influencing high-risk groups. (Terveyden ja hyvinvoinnin laitos 2009: 7.) The goal of 
mental health promotion is to enhance positive mental health, which is a human right 
and resource that is necessary for social and economic development. Promotion strat-
egies are directed at everyone, and the aim is to create individual and social conditions 
that enable optimal psychological and psychophysiological development. (WHO 2004: 
16.)  
 
3.2 Strengths-based Approach 
3.2.1 Explaining strengths-based work 
 
The strengths-based approach is used in mental health work and also employed within 
social services. Some models of case management, including strengths-based, have 
been adjusted from the mental health field to work in the social field (Rapp 2006: 129). 
In the last decade, there has been a rising interest in creating strengths-based ap-
proaches to social work practice, especially case management, with a range of client 
groups, including young people, schools, and the community overall (Saleebey 2006: 
2). Strengths-based work can be defined as the mobilization of individuals’ strengths – 
resources, gifts, knowledge, abilities – so that they can reach their aims and dreams, 
as well as gain an enhanced quality of life on their own terms (Saleebey 2006: 1). 
 
The strengths-based approach has much in common with positive psychology, but 
strengths authority Dennis Saleebey (2006: 300) argues that the strengths approach in 
social work practice actually predates the strengths ideas within positive psychology. 
There has already been a 20-year tradition of strengths-based work within social work, 
and the social psychologist Marie Jahoda wrote a book called Current Concepts of 
Positive Mental Health in 1958, which was 40 years before positive psychology 
emerged. Additionally, there are other disciplines that predate positive psychology, 
including the Russian acmeology and the South African psychofortology. (Peterson 
2013: 10.) Positive psychology is even a relatively new and unappreciated sub-field 
within psychology itself. The social work field and the field of psychology share a long 
history of the problem-focused and pathology-based models; the strengths perspective 
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for social work practice grew primarily out of dissatisfaction with these models (Weick, 
Kreider & Chamberlain 2006: 116-117).  
 
Positive psychology offers the following broad classifications of strengths: emotional, 
motivational, intellectual, and social. In each of these broad categories there are exam-
ples of strengths such as optimism, self-fulfilment, creativity, wisdom, originality, talent, 
empathy, relationship skills, pro-social behaviour, social opportunities, social network, 
and social support. (Aspinwall & Staudinger 2006: 143.) Deep realization and imple-
mentation of our own strengths can help us cope with everyday challenges and all 
kinds of life crises. The everyday challenges can encompass school and work –related 
tasks and stress, how to manage time effectively, finding employment, managing rela-
tionships, and so forth. Strengths are even more necessary when we want to effectively 
handle all kinds of life crises: unemployment, breakups and divorce, death of a loved 
one, separation of family members, experiencing or witnessing a tragedy, becoming a 
victim of physical or sexual violence, and so forth. Strengths-based work with clients is 
all about recognition and utilization of strengths in all kinds of life situations and set-
tings.  
 
3.2.2 Strengths-based approach in mental health work with youth 
 
Dennis Saleebey (1996: 302) gets to the core of the strengths perspective in social 
work practice, when he states the point is to construct something that has lasting signif-
icance with clients, which means making the most of their resources, skills, wisdom, 
and motivation. The strengths-based approach can be described as the following: op-
portunity focused; centred on the aspirations of people; individuals as experts; empha-
sis on adaptive skills; reinforcing and developing values and commitments. Specific 
words are crucial to the strengths perspective, and empowerment is definitely one of 
them; it, among other significant functions, necessitates that professionals in the social 
field assist people in gaining insight into the issues that suppress them and support 
them in freeing themselves from these chains. (Saleebey 1996: 298.) Young people, 
like other groups, have a lot of issues oppressing them that strengths-based, empower-
ing practice has the great potential to address: pressures and demands from culture, 
society, media, family and peers, of behaving a certain way, having a particular kind of 




In mental health work, the strengths approach uses individuals’ own resources, in order 
to support them in reaching four aims: to grow, to improve quality of life, to cultivate 
their problem-solving skills, and to manage stress and hardship (Spearman 2005: 47). 
All strengths can be empowering and supportive of mental health. For the purposes of 
the board game, an emphasis is on game questions that could bring insight into per-
sonal and social growth, interests, values, dreams, skills, including how to utilize all of 
these. Perhaps this insight could eventually lead to youth self-empowerment in the 
form of greater self-knowledge, healthy self-confidence, and stronger mental health. 
 
A strengths-based approach is beneficial in supportive mental health work with young 
people, because it is empowering. It lifts up instead of bringing down; motivates toward 
self-initiative and self-direction; and inspires to self-express and self-navigate. Not only 
that, but a strengths-based approach appreciates the fact that young people do not 
enjoy being advised or instructed any more than adults. People are by nature autono-
mous and do not enjoy being controlled; nothing kills genuine youth participation like an 
adult, who is too directive (Larson 2010: 24). At the heart of strengths-based work is, in 
fact, a very non-directive and non-oppressive philosophy that works well with young 
people. Too often the working relationship between young people and workers is one in 
which the worker uses too much authority and control; the unbalanced power relation-
ship ought to become egalitarian, based on equal partnership and sharing of power 
(Kam 2009: 125). 
 
There are various applications for strengths-based work with young people. With youth 
within the field of social services and mental health, strength-based work is possible, 
for instance, through the process of personal strength assessment, strengths recogni-
tion, and finally strengths-based intervention. The strength domains taken into consid-
eration in this kind of work are those of capacities, interests, and resources in different 
areas such as social, academic, athletic, artistic, mechanical, and cultural (Cox 2008: 
20.) This kind of strengths-based work is usually carried out with youth in school set-
tings, but not exclusively. Anyone that works with young people can encourage the 
latter to look at themselves from a strengths perspective and subsequently support 
them in realizing that they are the greatest resources for promoting their own develop-
ment (Kam 2009: 123). The mental health board game encourages young people to 
recognize their own strengths, discuss them, and actively reflect on how to put them to 
good, practical use, in the present and future. It is about young people harnessing their 
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unique strengths in such a way that they and others can benefit from them as soon as 
possible in real life.  
 
3.3 Empowerment 
3.3.1 Social pedagogy 
 
Social pedagogy incorporates much that is beneficial for the mental health of youth. In 
addition to supporting personal growth, it encompasses social education: supporting 
the social growth of people into fruitful and effective members of society. Social peda-
gogy focuses on the integration of people in society, aiming to alleviate social exclusion 
and dealing with processes of human growth that are significant to their well-being. The 
point of social pedagogy is to stimulate the growth of people’s social competence, so-
cial functioning, as well as social identity. (Hämäläinen 2003: 76.). If the social growth 
of people is sufficiently reinforced, their mental health is supported and maintained as 
well. Because well-being is a holistic condition, thus social pedagogy can be used to 
positively influence the mental well-being of young people. 
 
One of several compelling, humanitarian, and benevolent ideas within social pedagogy 
is the great idea of creating a particular kind of fruitful environment for people. This 
would involve the formation of a “thriving garden” that would enable and stimulate 
young people’s well-being, learning, and development of intrinsic resources (Eichsteller 
& Holthoff 2011: 33). A key intention of the board game was to build this kind of thriv-
ing, empowering environment for the target group.  
 
3.3.2 Empowerment and young people 
 
Under the umbrella theme of social pedagogy is empowerment, which is central to the 
idea behind the Yees! game. For the purpose of this thesis, empowerment can be de-
fined as: the capacity of individuals to take control of their circumstances, utilize power 
to reach their own aims, as well as the process by which they are able to help them-
selves and others to optimize their quality of life (Adams 2008: 17). In effect, this would 
mean that people’s capacity to make choices and changes, which are positive and pur-
poseful, is enhanced. It commonly also means that their assets are developed and uti-
lized toward beneficial and meaningful outcomes. Empowerment is a diverse concept 
that can be linked to any facet of social work, in an area such as mental health (Adams 
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2008: 17). In numerous studies, empowerment has been found to link with positive 
outcomes, including improved mental health (Pearrow & Pollack 2009: 48). 
 
Modern society is increasingly more unpredictable, risk-prone, and insecure for the 
young people of today, so it makes sense to turn to empowerment for support. Indeed, 
at the core of empowerment, is the idea that social pedagogues ought to facilitate con-
ditions that open up fluid choices in what course-of-action to take, rather than restrict-
ing possibilities, as people are attempting to pilot through unknown territory (Eichsteller 
& Holthoff 2011: 45). If empowerment is one of the means by which young people can 
help themselves through the current challenges of society and culture, then should they 
not be supported in this endeavour by making resilient self-empowerment, not just pos-
sible, but a concrete reality?  
 
In addition to improving a young person’s sense of identity, self-sufficiency and emo-
tional safety, empowerment can increase the confidence needed to develop complex 
decision-making skills necessary in adult life. Thus it could even be argued that, from 
the perspective of young people’s growth, “empowerment serves a unique and im-
portant purpose for youth”. (Risler & Holosko 2009: 59.) In order for young people to 
become empowered, we need to encourage them to think about their experiences and 
beliefs, including finding the content and method of their own personal expression. 
(Payne 2009: 144). 
 
The sphere of self-empowerment draws partially on knowledge from developmental 
psychology and social psychology regarding self-development to optimize individual 
growth and human potential (Adams 2008: 90). This is unsurprising, considering the 
fact that social pedagogy is a multidisciplinary subject. A focus on self-empowerment 
essentially means concentration on power from within, which is best described as: 
deepened individual consciousness, enhanced confidence, awareness of choices, 
broadened ambitions, and the capacity to turn dreams into action (Luttrell & Quiroz 
2009: 9). As has become apparent, there is a tight relationship between the strengths-
based approach, in mental health work, and empowerment; the developmental ap-
proach capitalizes on individuals’ personal capacity, abilities, gifts and power, and em-
powerment is at the essence of the strengths perspective (Spearman 2005: 47). If 
youth gain a sense of being valuable, and a sense of agency, this is all about empow-
erment, and they are thereby more likely to seek out meaningful and purposeful roles in 
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society – roles in which they can make a contribution, serve others, and do good deeds 
(Rose 2006: 237).  
 
3.4 Game Design 
3.4.1 Defining games 
 
In order to have a mutual understanding of the word game, it would be good to have a 
shared definition of the concept. The game design professional Ville Vuorela (2007: 16) 
states that, from the perspective of players, playing games is meant to be non-
productive entertainment, which has an initial situation, rules, and a goal. However, 
much more elaborate definitions exist as well, such as this one provided by Kinzie and 
Joseph (2008: 644): 
 
A game is an immersive, voluntary and enjoyable activity in which a challenging 
goal is pursued according to agreed-upon rules. The game provides a safe envi-
ronment for taking chances and the opportunity to develop the knowledge and re-
fine the skills required to succeed. 
 
Most definitions of games seem to have certain elements in common: rules and a de-
fined goal are present, without exception. Obviously, the board game also had to incor-
porate rules and a clearly defined goal, but besides these expected and necessary 
elements, creative freedom could be exercised regarding other characteristics the 
game would encompass. The fact that the game ought to be voluntary, immersive and 
enjoyable, are a given, but then there were other, more complex features that needed 
to be taken into consideration. 
 
There was the objective that the game would facilitate insight and enhanced self-
awareness in its players. Although the original intention was not to create an educa-
tional game as such, the plan was that players could learn about themselves and oth-
ers whilst playing the game. It is, in fact, very common that learning occurs during 
games, and it can even be argued that games are “very fundamental and powerful 
learning tools” (Koster 2013: 36). However, when young people think of the concept of 
learning, they often associate it with boredom. Keeping this in mind, the objective was 
to design a game during which learning would occur, but players would not feel bored. 
In the best case scenario, they might even begin to find learning interesting. Boredom 
tends to occur when thinking is not challenged and fascinated by new information. The 
veteran game designer Raph Koster (2013: 38) argues that boredom with certain 
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games happens in this way: if they fail to exercise the brain, they become boring. He 
goes further with this idea and states his belief that learning is, in fact, the most im-
portant way that people experience fun during games (Koster 2013: 40) and that “bore-
dom is the opposite of learning” (Koster 2013: 42). This veteran game designer even 
identifies why learning is boring to many people: “the method of transmission is wrong” 
(Koster 2013:46). In many cases, it is not the subject matter, but the way in which it is 
taught, that is boring, and consequently significantly hinders learning. Therefore, a 
game could be a fun and creative method of transmission for the target group; the how 
is just as important as the what, and thus the choice of tool for the transmission pro-
cess was purposeful.  
 
3.4.2 Features of a great game 
 
It is important to become familiar with the features of a good game, especially for 
someone completely inexperienced at designing games. Two favourite board games 
from my own youth were Hotel and Trivial Pursuit, and I enjoyed these two games for 
several reasons: they required thinking, and were thereby suitably challenging on an 
intellectual level; they required other players, and thus provided social interaction; they 
were both aesthetically pleasing, so I did not mind looking at the game boards for 
lengthy periods; and Hotel was a creative game, which made it great for me. Game 
maker professional, Ville Vuorela (2007: 22), recommends that all game makers ex-
plore the interactivity of their favourite game. This recommendation he intends more for 
those who hope to create games for a living, but his suggestion made me realize I 
wanted to incorporate the game features that I enjoyed about my favourite, childhood 
games: intellectual challenge, social interaction, visually pleasing, and creativity. 
 
Besides thinking about the kind of elements that make a great board game, it was also 
important to consider the elements that make a poor one. Of course much of this dis-
tinction is based on a matter of taste, but several game experts seem to agree on the 
features that hinder the quality of board games. Saari (2007: 8) argues that the most 
significant problem with many traditional board games is the fact that playing them 
does not require thinking, decisions, or choices; rather they rely on dice-throwing and 
chance events. In fact, when the chance elements within a game are strong, this is a 
guaranteed way to get a board game enthusiast to dislike the game (Saari 2007: 13). 
At an early stage in the game reflection process, it was decided that the game would 
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include very few chance elements, if any. There were several reasons for excluding 
chance or luck features from the game: they can be an annoying and boring element in 
games; the game was intended to spur thinking and development; and chance or luck 
would defeat the purpose of the game, which is to support mental well-being through 
empowerment. Bad luck does not have an empowering effect on most individuals. 
 
What then are some of the features that make games good? Personal preferences 
were already mentioned: intellectual, social, and creative, but what do game authorities 
say? Saari (2007: 8-9) claims that often the sign of a good game is a steady feeling of 
excitement or tension. Games can also be enjoyed for their intellectual challenges, 
experiences that feed imagination and creativity, as well as sociable entertainment. Not 
only that, but good games combine these features and incorporate an intriguing theme, 
with rich interaction between the players. (Saari 2007: 10-11.) 
 
As the intention was to design a game that young people of both sexes would find en-
joyable, features that would appeal to both needed to be incorporated into the game. 
Based on research regarding gender differences in game activity preferences of middle 
school children, Kinzie and Joseph (2008: 647) argue that the more a game includes 
different types of activities, the more players it will attract. This was one of the main 
reasons to incorporate a variety of activity modes into the game; hence pantomime and 
sanaselitys were included. Kinzie and Joseph (2008: 655) also discovered that boys 
preferred games involving an active mode, whereas girls had a more positive attitude 
toward a creative mode. There was no significant gender difference in preference for 
problem-solving play. Based on their research results, the authors suggested that edu-
cational play ought to have a focus on challenges, and that both genders ought to be 
offered opportunities to develop skills in less-preferred activities. (Kinzie & Joseph 
2008: 657-658.) Even before reading the suggestions of these authors, it was decided 
that a feature of the board game would be to push both genders out of their comfort 
zone into unknown territory. Thereby they could see and experience that they possess 
capacity in an unfamiliar area and subsequently feel more self-empowered through this 
realization. In practice this would mean that during the game both genders would en-
gage in activities that were not an initial preference for them; thus boys might discover 
dormant skills in the creative mode, and girls might make similar discoveries in the ac-
tive mode. So as not to exclude either of the sexes, the game was also made inclusive 
by incorporating features that appeal to both. Hence the game includes a lot of conver-
18 
 
sation, which girls tend to enjoy, as well as pantomime, which might be more appealing 
to boys, due to the physical activity it involves. 
 
3.4.3 A board game instead of an online game 
 
Considering the widespread and prevailing digital age we are living in, it possibly ought 
to be explained why a computer or internet game was not chosen as the medium of 
transmission. There were several reasons for creating an off-line game instead of an 
online one. Firstly, young people are showing increasing signs of excessive internet 
use, and the more online surfing, the less life satisfaction. Youth are also playing more 
than enough games online, so there is the legitimate concern of them getting addicted 
to online gaming. (Guan & Subrahmanyam 2009: 352.) Excessive internet use causes 
all kinds of problems in many areas of life, including studies, relationships, finances, 
work, and physical health (Björklund, Heiskanen & Kokko 2011: 38). If these areas of 
life suffer, mental health suffers as well. A board game can draw young people away 
from the internet to socialize in actual reality, face-to-face, if only for a short time, and 
thus not contribute to the perpetuation of internet-related mental health problems.  
 
Another good reason for choosing to do an off-line game instead of an online one is 
indeed the beneficial socialisation aspect of off-line games. Rather than looking at and 
interacting with a screen, the idea was to design a game that would get young people 
to look at and interact with each other. As the game expert Mikko Saari states, board 
games are an excellent form of social gaming and that, although you can play games in 
groups online, it is a completely different situation altogether to play a game with peo-
ple who are sitting at the same table with you. He emphasizes this point by claiming 
that the person who plays alone on his computer misses out on a lot. (2007: 7.) Similar-
ly, Jussi Keskitalo (2010: 122) contends that it is precisely this issue of encountering 
people in physical reality, rather than the virtual kind, that is one of the advantages of 
board games. Vuorela (2007: 20) makes the point that the sociability requirement of 
board games, and the need to be physically present in order to play them, have 
emerged as counter-forces against contemporary, hectic lifestyles and virtual commu-
nication. Good mental health indeed also requires that people sit down and take the 
time to enjoy each other’s company restfully, without the need to rush; another reason 
to create an offline game rather than an online one. Because good mental well-being is 
linked to having good social skills, the idea was to create a board game that could en-
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hance, develop and strengthen social skills, so that there would be a subsequent bene-
ficial effect on the mental well-being of the players of the game. 
 
An off-line game was also chosen, because that way anyone who works with youth can 
go out into the nature on warm spring, summer and autumn days to play the game. 
Playing the game outdoors would have the additional benefit of the positive effects that 
being in nature has on a person’s mental wellbeing. Moreover, youth workers would not 
be dependent on computers in order to provide the means to play the game. As 
Keskitalo (2010: 123) puts it, in order to play a board game, one does not need a spe-
cific user interface, but rather the game can be played almost anywhere. Saari (2007: 




4.1 Obtaining Background Data from the Target Group 
4.1.1 First attempt 
 
There are plenty of functional theses that involve the production of a game, and the 
one that seemed most useful, in terms of generating game development ideas, was 
one that involved the production of a board game that could be used as a tool in sup-
porting young people away from a life of violence (Korhonen & Loikkanen 2011). My 
ideas had much in common with this thesis: questions based on categories that would 
provoke discussion among the participants; a tool for workers and simultaneously a 
product that could support young people; feedback from participants regarding the final 
version of the game; and testing the game questions for effectiveness before publica-
tion of the game’s final version. The purpose of a review is to get feedback regarding 
the game’s instructions, the rough draft version of the board, and the functionality of the 
game questions (Korhonen & Loikkanen 2011: 43). However, I had aims, theoretical 
concepts, research methods, and ideas that differed from those of Korhonen and 
Loikkanen (2011): the objective was to support the mental health of young people, with 
empowerment as the means to this end; there would not be any factual questions, so 
that the game would not be used as a means of advising; lastly, the game questions 
would all be strengths-based and created on the basis of background data collected 




In order to get a better idea of the kind of empowering, strengths-based questions that 
were worth using in the game, Yeesi and I decided early on that we would try to reach 
out to youth at an event and ask them what they feel they need for mental well-being in 
their life. It makes sense to get a background account from the target group when you 
are doing a product for them, especially if you are unsure about their current needs 
(Vilkka & Airaksinen 2003: 57). Data used only for illustrative purposes suffices when 
conducting functional theses (Vilkka & Airaksinen 2003: 63). 
 
Yeesi and I had a meeting in which we decided that we would conduct our background 
account at Finland’s biggest ski-holiday event for young people: Reaktori. The event 
was held for the tenth time in February 2014. Yeesi had its own stand at the event, 
including various tasks for youth, one of which involved answering a question related to 
the game: Which of these themes is most important to you - A, B, or C? The letters had 
a main heading, or umbrella theme, and two sub-questions that could help the young 
people answer the question. All they had to do was quickly reflect on the brief ques-
tions under each letter and then place a ball in a tube that was labelled with the letter. 
For example, if they felt the questions under the letter A were most important to them, 
then they would place a ball in the tube that was labelled A. Unfortunately this first 
background account acquisition was a failure, but fortunately Yeesi and I had already 
come up with another plan. 
 
There were many reasons the first data acquisition attempt did not work. Firstly, the 
average age of the young people at the event was lower than we had anticipated, and 
subsequently the vast majority was not in the intended target group for the game. The 
girls and boys at Reaktori were mostly 9-12 year-olds, and that age range was too low 
for the game. The manner in which the children answered the main question related to 
the game at the event also proved that the whole idea of the game was too mature for 
them. For example, most of the children quickly put a ball in any box without even read-
ing the sub-questions, impatiently demanding something in return, such as candy or 
gum. Of course I could not acquire a reliable and representative background account, 
based on such choices made hastily and without any thought given to them. The sec-
ond reason for the failure was the fact that no matter what theme and questions were 
under the middle tube B, it still gathered the most balls. We first had a specific theme 
and sub-questions for B, and then switched the theme and sub-questions for those 
under another letter, and still got the same result: tube B got the most balls, regardless 
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of its theme and sub-questions. Again, this proved that our data collection method was 
flawed, because the placement of tube B evidently mattered more than any theme and 
sub-questions that B did or did not encompass.  
 
4.1.2 Second attempt  
 
Before the ski-holiday event, Yeesi and I decided that if that background data gathering 
method does not work, then we would hold a social gathering at the organization’s pri-
vate premises, in order to consult a group of young people about their support needs 
regarding mental well-being. This way we could also control the age of the group and 
invite young people aged 15‒19, the intended target group. We set the upper age limit 
at 19, because although in the legislation anyone under the age of 29 is considered 
youth, it did not seem wise to strive for a target group of 15 to 28-year-olds. A 15 year-
old is likely to have very different mental well-being needs compared to a 28-year-old. 
Another reason for this decision regarding the target group’s age range was that the 
game seemed most beneficial to young people in secondary education.  
 
After discussing whether a social gathering was the best way to acquire a background 
account from the target group, we decided to reject the idea for a better one. One 
Yeesi worker suggested going to schools to obtain the information straight from stu-
dents within the game’s age range. Subsequently the workers emailed high schools 
and vocational colleges with which they collaborated and three replied that I could visit 
their classes to obtain the information I required for the benefit of the game. 
 
First I went to Vaskivuori Upper Secondary School and obtained a background account 
from the high school’s first year health knowledge class. There were 32 students of 
which six were male, and the pupils were aged 16 and 17. I explained to the class what 
I was there to do and then split them in to five roughly equal-sized groups. I had pre-
pared five posters that were approximately A2-sized, each with its own theme, and 
then gave each group one of the posters. The themes were: hyvinvointi (well-being), 
nuorten haasteet (young people’s challenges), mielen hyvinvointi (mental well-being), 
nuorten arvot & unelmat (young people’s values and dreams), and hyvä lautapeli (good 
board game). Each theme was accompanied by helping questions that served the pur-
pose of aiding the students in thinking about the themes. Each group of students dealt 
with each theme for 10 minutes, writing on the posters whatever came to mind about 
the themes [See Appendix 1, 1(1), for a photo of the filled-in posters]. The students’ 
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poster answers are visible in Table 1, with the exception of one theme, hyvä lautapeli 
(good board game), the answers to which are visible in Table 4. The highlights in pur-
ple, blue, green, and orange represent reoccurring topics that the students mentioned 
in all three educational institutions that I visited. As they seemed like important and 
primary topics to the young people, I decided to use them as the topics of the game 
questions. The highlights represent the following topics: purple – ihmissuhteet (rela-
tionships), blue – oma juttu (own path), green – voimat (strength), and orange – maail-
ma (world). 
  









































































































































































































































































After Vaskivuori Upper Secondary School, I went to Tapiola high school in Espoo. The 
class was part of a social psychology course, and it was attended by students in their 
second and third year of high school. The class had ten girls and four boys, and the 
pupils were aged 16‒18. I used the same data collection method as before, with the 
same themes, and the students’ answers are visible in Table 2. 
 
Table 2: data from students in Tapiola high school 





























































































































































































































































































































After Tapiola high school, I visited Vantaa Vocational College Varia, the branch for 
young people that want to work in the restaurant trade as chefs, waiting staff, and so 
forth. It was the last week of spring term, so not many students were present; there 
were only five girls and four boys in the health knowledge class meant for first year 
students. As I got almost identical answers in relation to certain themes from the previ-
ous two settings, I decided to replace 2 themes with new ones. I replaced hyvinvointi 
with hyvä elämä (good life) and nuorten arvot & unelmat with hyvä maailma (good 
world). I used the same data collection method as before, and the students’ answers 
are visible in Table 3. 
 
Table 3: data from students in Vantaa Vocational College Varia 
































































































































































































































































Table 4 shows the students’ answers from both high schools and the vocational college 
regarding the theme hyvä lautapeli (good board game). 
 
Table 4: students' thoughts on a good board game 





































































































































































As is visible from Table 4, I acquired useful information from the students, regarding 
the characteristics of a good game. Based on this information, and the four topics that 
emerged from the students’ brainstorming sessions, I created game questions and 
tasks, grounded on the four topics: Ihmissuhteet (Relationships), Oma juttu (Own path), 
Voimat (Strength), and Maailma (World). The questions were chosen and modified, 
together with Yeesi, from a selection of more than 50 questions that I invented. The 
final selection was used in all three game testing sessions and is visible in Table 5.  
 
Table 5: game questions and tasks used in all 3 test sessions 













































































































































































































































Obviously every game comes with basic information about the game, as well as in-
structions on how to play the game, so these are visible in Table 6. This version was 
the one used for the first game testing session, and it was approved by Yeesi. 
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The next table, Table 7, shows the game feedback form used in the first game testing 
session. This version was also approved by Yeesi. The feedback form was given to the 
players of the game immediately after they had finished playing it. 
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Table 8 shows the observation form meant for the facilitator of the game, the profes-
sional working with the young people; in this case,
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tions referred to as the ohjaaja). This form was approved with Yeesi before the first 
game testing session. The actual size of all observation forms was A4. 
 



































I also wanted outside observers to make observations about the game testing session, 
so Table 9 shows the form created for them. Students that did not fit into the number of 
players needed for each game testing group became either a facilitator or an outside 
observer, with each one assigned to one group of players. This form was invented at 
the last minute, so Yeesi did not have the chance to check it before the first game test-
ing session. 
 

































Of course the game testing sessions required a rough draft of the game board layout, 
so that is visible next. This draft did not change much from the original one I created. 
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The game board appearance was meant to be simple, colourful, clear, and fun.  When I 
showed the original to Yeesi in one of our developmental meetings, we decided that I 
would do a version with blue squares that matched the hue of blue that is characteristic 
of Yeesi, their signature blue colour. Beside that change, I also made the squares big-
ger, so that the players’ game pieces would fit on the squares. The end result is visible 
in Figure 1, and this version was used in all 3 of the game testing sessions. The actual 
size of the game board layout is A4. 
 
 
Figure 1: draft of game board layout for testing sessions 
 
All the game material shown thus far was used in the first game testing session and 
here is a summary of the material: game board layout; game questions and tasks; ob-
servation sheets for the facilitator and outside observers; as well as the sheet of game 
information and rules. The sections to follow will cover information on all three game 
testing sessions, feedback, and changes made to game material. 
 
4.2 Game Testing Sessions 




Yeesi contacted several high schools and vocational colleges with which they had pre-
viously co-operated, and we did not expect three of them to respond so quickly, asking 
when I could visit to test the game. It was not my original intention to test the game 
three times for the purposes of this thesis, thinking that twice would be enough and 
more would just be an overwhelming amount of work, but I decided to see the positive 
side: 3 game testing sessions meant that more necessary and important improvements 
could be made to the game, in between test sessions. Not only that, but more testing 
and improvements at that point, meant that less was necessary further down the road, 
before game publication and distribution.  
 
The first game testing session took place at Vantaa Vocational College Varia, the cam-
pus at Talvikkitie 119, where health and social services are taught. The students were 
studying mental health work, as part of a study unit called Kuntoutuksen tukeminen 
(Supporting rehabilitation). Several students did not show up that day, so unfortunately 
my first game testing session consisted of just 2 groups of players. Neither Yeesi nor I 
knew that most of the students would also not be within the intended target group age-
wise; my target group was 15‒19 year-olds, and the age range of these students was 
18‒26. Nevertheless, I made the most of it, and again looked at the positive side: this 
was my opportunity to see if young people older than my intended target group would 
or would not be appropriate.  
 
First I briefly introduced myself and explained what I was there to do. I then gave eve-
ryone a chance to familiarize themselves with the game board and game instructions 
before beginning the game. I split the students into two test groups consisting of 6 fe-
male players each, as they would play in pairs. Their teacher functioned as a facilitator 
for one of the groups, and I asked the 26-year-old (the eldest student, male) to act as 
facilitator for the other group. One student was left over, so I made him an outside ob-
server for the group with the student facilitator. Lastly, I gave each pair of players the 
chance to pick their own game piece, with which to play, from the collection I had 
brought with me. Then the games commenced.  
 
It turned out to be a good idea not to include myself as a facilitator for either group, 
because both groups spontaneously shouted out questions to me, when something 
was unclear, and had I been stuck as a facilitator for one group, this would have been 
too disruptive to the flow of the game for that group. I also stayed as an external ob-
server, because I needed to find out if or how the game would work without my in-
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volvement. I needed to see if students and future professionals could use it, without my 
help, and what improvements would need to be made to the game, in order for that to 
be possible. Not only that, but I wanted game feedback to be as objective as possible, 
and my personal involvement as a facilitator might have made my observations too 
subjective. Nevertheless, I took notes of observations I made about both test groups 
throughout the testing session.  
 
After clarifications, both groups played quite smoothly until the end, with even occa-
sional instances of laughter. If player pairs ended up on the same square after another 
pair, they came up with creative solutions to this dilemma, as they could not give the 
same answers as previous players. Even the teacher, who acted as a facilitator for the 
other group, was impressed with the creative problem-solving skills of her students 
stating on her feedback form: “Huippukohta oli kun opiskelijat keksivät itse ratkaisun 
haastavaan tilanteeseen.” (translation: A climatic point was when the students them-
selves came up with a solution to a challenging situation). This teacher also unknow-
ingly observed one of the key intentions of the game, which was to encourage solidarity 
and helping behaviour among the young people: “Oli hauska huomata, että opiskelijat 
olivat reilua toisiaan kohtaan ja auttoivat toisiaan.” (translation: It was fun to notice that 
students were fair toward each other and helped each other). [See Appendix 2 1(4) for 
all of this teacher’s observations]. 
 
One pair in one of the groups reached the goal in less than 50 minutes, and I gave the 
group the player feedback form immediately after they finished. The other group fin-
ished 10 minutes later and received their feedback forms, too. Tables 10 and 11 show 
a breakdown of the answers provided by the game players, including their comments. 
Not every student circled an option and not every student commented on each ques-
tion, so that needs to be taken into consideration when observing the numbers and 




Table 10: circled answers of players (game testing session 1) 
 
 
Table 11 shows the feedback comments of every player that commented. Please note 
that not all players commented on the answer, which they circled, and that some com-
mented without circling any answer. Even though this table is long, and its more appro-
priate place might be in the Appendices, it is placed here because it shows the reasons 
why certain changes to the game material were made for the next testing session. It 
also gives significant and valuable insight into what this version of the game could ac-
complish, in terms its intended effects for the target group.
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Based on the comments of players shown in table 11, I realized I had forgotten to ask 
several important questions in the player feedback form. Namely, I had forgotten to ask 
4 significant questions: what the players thought of the game board layout; what was 
the most challenging topic for them; did they think the game worked; and perhaps most 
importantly, what they would change about the game. I also changed the observation 
form, meant for facilitators, to give more insight into how successful they view the game 
to be, so for the next game testing session, it contained the following additional ques-













As for the rest of the game material, I did not yet see reasons for making changes to 
them, so I took them with me in their original form to the second testing session. 
 
4.2.2 Game testing session 2 
 
My second game testing destination was the high school of Tapiola. The course was 
Psychology 1, and it consisted of first and second year students. At this location I was 
lucky for four reasons: I got the chance to test male students, as almost half the class 
consisted of male pupils; all the students were within my target range; there were as 
many as 27 students, so this time I got the chance to test four groups simultaneously; 
and fourth, the class was very manageable, even though it was big.  
 
As in the previous testing session, I asked the teacher to be a facilitator for one of the 
groups. Since there were three students who were left over, after I split the class into 
four groups of six players, these three also took the role of facilitator, so that every 
group had one. As previously, I explained what I was there to do and why, handed out 
the game material, and gave them a chance to briefly become familiar with it, before 
the games commenced. 
 
This time I asked them to first direct their questions at their individual facilitator, and 
only if the facilitator could not come up with an answer, then I would be there to answer 
their question. Again groups initially shouted out questions to me, but learned the game 
very quickly. Among three groups there was active and lively discussion, and laughter 
could be heard from all three throughout the testing session. The majority of students 
seemed engaged and interested in exploring the game questions and performing the 
game tasks.  
 
Again the students came up with solutions to dilemmas all by themselves, as in the 
following two examples. One group asked me what to do now that a player pair has 
entered the same sanaselitys (word explanation) square after another group; everyone 
already knows the words to be explained, so the task is pointless now. I asked the 
group of students if there was some creative solution to the problem that they could 
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come up with, and the student facilitator immediately asked me if he was allowed to 
invent new words for that pair. I told him that was a wonderful solution, and to make the 
words relate to the topic of the task, which was Voimat (Strength). In another group, a 
player pair of male students faced the same dilemma, and the other boy asked me if 
they could just move forward one extra square, as there were other players ahead of 
them anyway. I told the boys that it sounded like a fine solution to me, if the other play-
ers did not have a problem with it; none did and thus they were able to continue the 
game. 
 
Two groups reached the goal in less than 40 minutes, and as the class was shorter 
than at the previous destination, I had to put an end to the other two games, as I need-
ed time before the end of the lesson to gain feedback from the players, and I did not 
want them to feel rushed. So I gave them all approximately 15 minutes to fill in the 
feedback form. 
 
As the class finished and the students were leaving, the teacher asked me if he could 
keep the game to use with his students. I told him that unfortunately at this stage that 
was not possible, as the game still needs work and improvements, but I promised him 
that he could definitely get the game as soon as Yeesi distributes it to schools, which 
they have every intention of doing this upcoming winter. He was happy to hear that and 
started speaking to me about why he thought the game was beneficial to the students. 
He mentioned how it challenged their cognition, how it exercised their motor skills and 
body language through the pantomime, as well as how it got them to think about mean-
ingful issues that do not usually get discussed in classes. He also liked the intense so-
cial interaction that the game provided, which he also mentioned in his observation 
form: “Vahvasti sosiaalisia taitoja mittaava peli” (translation: A game that strongly 
measures social skills) [See Appendix 2, 2(4), for the rest of this teacher’s observa-
tions]. 
 
Tables 12 and 13 show the feedback from all the players. Please note again that alt-
hough there were 24 players in total, not everyone circled all the relevant parts or 
commented. Again some circled an answer, but did not comment, and others com-




Table 12: circled answers of players (game testing session 2) 
 
 
Again I decided to display the players’ comments here in Table 13, rather than putting 
them in the Appendices, because the comments show why I made certain, important 
changes to the game material for the next game testing session, as well as the reasons 
I had for leaving some of the game material untouched, such as the game board lay-
out. Please pay special attention to the three last sections of comments regarding the 
questions: 1) “Toimiko peli?” 2) “Mitä mieltä olet pelialustan ulkonäöstä?” 3) “Mitä muut-
taisit pelissä?” Another reason for including all the comments here is to display male 
students’ views, missing from previously acquired feedback, as well as significant in-
sight, from both sexes, into the purposes and features of the game: “syvälliset ky-
symykset herättivät motivaatiota” (poika, 16v.), “mietin enemmän, mitä todella ar-
vostan” (tyttö, 16v.), “pelissä piti olla luova, joka oli hyvä juttu” (poika, 16v.). Further-
more, based on the player comments to the most challenging game questions 
(haastavin aihepiiri), it seems that the young people stepped out of their comfort zone 
and thereby challenged their own thinking. 
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As is visible from the feedback, the problem of player pairs ending up in the same 
square needed to be solved. Therefore I created an extra set of game questions and 
tasks for the third and final game testing session. I needed to do this quickly, and did 
not have time to consult Yeesi about the questions, but I used several questions that 
they had approved previously. Table 14 shows the extra sheet of game questions and 
tasks, which the students could use if they ended up in the same squares. 
 
Table 14:  extra set of game questions and tasks for game testing session 3 



































































































As is also visible from the feedback, no changes to the game board layout were neces-
sary, as the vast majority of students thought it looked good, even great. However, the 
game rules needed changing to incorporate a solution to the problem of ending up in 
the same squares, even though many of the students came up with their own, creative 
solutions to this dilemma. On the one hand, it is a shame if students are not challenged 
to exercise their creativity in such a way, but on the other hand, it is not constructive if 
future game players are put off by the game, due to the problem of ending up in the 
same squares and getting frustrated about what to do then. Thus Table 15 shows the 
additions made to the game rules for the third game testing session.  
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This concludes the changes and additions I managed to make in time for the third 
game testing session. 
 
4.2.3 Game testing session 3 
 
The final game testing took place at another campus of Vantaa Vocational College Var-
ia, Ojahaantie 5, where there is a study programme in social and health services. The 
students tested had just begun a study unit called sosiaalisen hyvinvoinnin opintojakso. 
Unfortunately, the class only consisted of enough students for two groups of players, 
and there was only one male pupil in the class. Not only that, but neither the students 
nor the teacher paid attention to the game rules. For some reason, they did not want to 
read them. Therefore, compared to previous test sessions, the students asked an unu-
sual amount of questions, to which answers were clearly visible on the sheet of guide-
lines. I asked them not to stress about the rules, because very few game instructions 
are processed quickly the first time a new game is played. I asked them to just be pa-
tient and look carefully at the game instructions as they went along. Sure enough, as 
the games progressed, the players became noticeably more comfortable and enthusi-
astic about the game, and laughter was audible once more. 
 
A pair in one of the groups reached the goal in 40 minutes, and the other two pairs in 
the group wanted to continue the game, but as class time was running out, I needed to 
start handing out feedback forms. In spite of initial difficulties, Tables 16 and 17 show 




Table 16: circled answers of players (game testing session 3) 
 
 
As is visible from the following comments of players in Table 17, the problem of ending 
up in the same squares seems to have been solved with the extra set of game ques-
tions and tasks. Based on this final feedback, it appears that instructions ought to be 
clearer and more concise. 
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 Although everything seemed to run smoothly by the end of the test session, observa-
tions and notes were made of some elements that students were uncertain about, and 
subsequently require clarification in the game rules. For example, the rules ought to 
read that the pantomime tasks should be read aloud, as that would make the guessing 
of the pantomime acts easier. That change would neither hinder what is acted out nor 
how. Perhaps previous test groups had dealt with pantomime challenges in this way.  
 
The teacher made several positive comments on the facilitator’s observation form [See 
Appendix 2, 3(4)] and a game feedback form [See Appendix 2 4(4)] that she acci-
dentally filled in: “Taso hyvä tämän ikäisille”, “Peli toimii yllättävän hyvin”, “Oikein hyvä 
pelilauta ulkoasultaan ja toimivuudeltaan”. After the students left she commented to me 
that if school subjects were taught in this way, the students would probably pay more 
attention. She also said the same as the previous two teachers: this kind of game 
would be very useful in schools also for the purposes of ryhmäytyminen (group form-
ing). Using visual aids in the guidelines did not even occur to me until this teacher 
brought them up when we discussed the game experience after the class was over. I 
was drawn to this idea, because visual aids could make game instructions easier and 




Having the game questions and tasks on cards, rather than sheets of paper, as sug-
gested by some of the test players and facilitators, is something Yeesi and I considered 
doing. However, for the purpose of game testing, the simpler, ecological, and time-
saving option was preferred. Yeesi and I discussed that the published game material 
and game board be made out of recycled paper and cardboard; thus the game cards, if 
created, could follow suit.  
 
5 Discussion 
5.1 Reaching Original Aims 
5.1.1 Supporting mental health 
 
One of the key aims of this thesis was to create a board game that could support the 
mental health of young people. In order to produce the game, young people aged 15‒
19 were directly asked what certain themes meant to them. These themes were young 
people’s: mental well-being; challenges; values and dreams; good life and good world; 
as well as well-being in general. The students that were queried regarding these 
themes wrote down their thoughts and feelings about them and thus revealed what 
issues, troubles and needs, were relevant and important to them as young people. 
Students at three different educational establishments seemed to have four topics in 
common, as the same issues emerged repeatedly. The topics that seemed essential 
and prevalent to the young people were named: relationships, own path, strength, and 
world. These topics consequently became the main topics of the board game, and all 
game questions and tasks were based on these topics.  
 
The idea was that all game questions and tasks would support the main topics. For 
example, all the game questions and tasks under the topic relationships would support 
young people in developing, improving or supporting their relationships in real life. By 
probing their thoughts into their own relationship or social skills, and how they have the 
capacity to work on these, young people’s personal relationships with friends, family, 
colleagues and romantic companions, could potentially improve in their actual, every-
day life. Such improvements to relationships could subsequently support their mental 
health, as they would have fewer difficulties with their relationships, and thus less wor-
ries, anxiety, and stress about them. The game questions and tasks under the main 
topic of own path are meant to aid young people in figuring out their own path in life 
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and the kinds of personally meaningful things they want to do in the areas of work, 
hobbies, and other interests. Figuring out one’s path or paths in life could also help to 
support the mental health of young people, and help to prevent them from becoming 
socially marginalized and excluded. The main topic of strength encompasses game 
questions and tasks that could get young people to think seriously about their inner 
resources, lifestyle choices, and health issues, such as stress and how to regulate it so 
that it does not harm mental wellbeing. Finally, the main topic of world includes game 
questions and tasks that challenge young people to think about the kind of world eve-
ryone deserves to live in and what they themselves could do to make the world a better 
place to live in. If the world’s people and environment are doing well, young people’s 
mental health is likely to benefit as well. 
 
The main aim of this thesis was to support the mental health of young people, and 
overall, based on all the game questions and tasks, it can be said that the game at 
least has the potential to reach this goal. 
 
5.1.2 Empowerment as the means of support 
 
Another primary aim of this thesis was to use empowerment as a means of supporting 
young people’s mental health. There were at least 10 game questions out of the origi-
nal 32 that were directly related to empowerment in the way that they probed a sense 
of agency and capacity reassurance in young people. For example, question 28 en-
courages young people to think about everything they could possibly do to enhance the 
wellness of other people and the environment, suggesting that they possess the capac-
ity and power to influence the world around them and make a difference. Similarly, 
question 2 inspires young people to think about everything they could consider doing 
for a living, based on their own reasons, signifying that they indeed possess the self-
agency to make important decisions regarding their future work life. Question 25 not 
only encourages a sense of personal control and capacity regarding the enhancement 
of solidarity and togetherness among young people, but it also addresses the very sig-
nificant issue of bullying, even mentioned by the young people themselves in the back-
ground account. It is important to get young people to realize the fact that bullying is 
wrong and that they possess the skills to prevent bullying and increase a sense of ca-
maraderie instead. Question 3 provokes the thinking that young people possess fea-
tures, strengths and abilities, which can make them feel empowered; the question can 
function as a healthy boost to self-esteem, which can also be empowering. Similarly, 
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question 4 explores personal sources of inspiration and motivation that can be empow-
ering. Not to mention the empowerment effect that question 26 can have, as it con-
cerns liberating oneself from the expectations of media. 
 
5.1.3 Strengths-based tool for professionals 
 
Personal strengths are strongly linked to the self-empowerment of young people, and 
thus my third significant aim was to create a strengths-based tool for professionals that 
work with youth. There are eight questions on the first sheet of game questions that 
directly address strengths of the target group and these are: internal resources (ques-
tion 3), interests (question 10), dreams (question 26), sources of inspiration (question 
4), values (question 27), gratitude (questions 9 and 3), as well as strengths as a friend 
and romantic partner (questions 1 and 17, consecutively). The game testing at the two 
vocational colleges and one high school demonstrated that in addition to the potential 
of the game for workers in social services, professionals in the field of education could 
also benefit from incorporating the game into their work. 
 
The end product explores and stimulates the strengths of young people, and thus it can 
be considered a strengths-based tool, well suited for work with young people. It can be 
used for various purposes: development of social skills; enhancing life management; 
group forming and bonding; lifting community spirit and solidarity; promoting helping 
behavior; and ultimately, strengthening and supporting mental health. 
 
5.2 Meeting the Expectations of Yeesi 
  
Meeting the wishes and expectations of Yeesi was a principal factor in the game pro-
duction process. Yeesi and I had several aims in common, and the first of these was 
the fact that we wanted to create a product that could support and strengthen the men-
tal health of young people. A key objective of Youth Mental Health Association Yeesi is 
to get young people to realize the importance of mental health for holistic wellbeing, 
and therefore they also wished that the board game would play a significant role in 
meeting this objective. The association has produced material, tools and training, on 
how to promote young people’s mental health, for schools, vocational colleges, and 
other organizations. Thus the association wanted the board game to be used for this 
purpose, as well, by various kinds of professionals that work with young people in dif-
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ferent contexts. In terms of game content, Yeesi and I were also on the same page; we 
wanted the game to spur young people toward reflecting about their own life, finding 
their individual path, and discovering gratitude about the positive elements in their life. 
Additionally, it was important to both of us that the target group participated in the con-
tent development process by brainstorming and writing down their challenges, values, 
dreams, and well-being needs. As Yeesi operates from the premise of youth to youth 
(nuorilta nuorille), it was important that the game content came from young people to 
serve other young people in the form of a game. Before the three game testing ses-
sions, Yeesi asked me to conduct my third and final internship in their organization, and 
their reason for this was that I should be directly and strongly involved in the next stage 
in game development, as well as the final game distribution phase. 
 
5.3 Further Game Development Plans 
 
For a fully developed game, there need to be more game questions and tasks than 
were used even in the third testing session. Although the problem of ending up in the 
same squares seemed to be solved by the extra set of game questions and tasks, it 
would be ideal if the game could be played more than once even by the same players, 
and that would subsequently require an even greater amount. At the very least, a third 
set of game questions and tasks will be created, so that there is a minimum of 96 alto-
gether. A couple of the existing game questions need to be improved, by rephrasing or 
in some other manner. There are also questions missing on important issues, like sex 
and sexuality, which were mentioned by the target group in the background account; 
the young people mentioned these issues under mental well-being, well-being, young 
people’s values and dreams, and perhaps most tellingly, under young people’s chal-
lenges. In today’s society, young people seem so focused on performance, technique 
and physical appearance in the bedroom, which just puts them under unnecessary 
pressure. That way stress and anxiety about their own sexuality and sex-life only in-
creases and does no favours to their well-being or mental health. Perhaps there should 
finally be discussion of actually enjoying sex and sexuality, rather than just thinking of 
them as demanding performances in skill. Maybe this issue could be sensitively, care-
fully, and open-mindedly addressed in the Yees! –game. 
 
The game board’s appearance received such positive feedback overall that it is very 
unlikely any significant changes will be made to it. The vast majority of players from the 
second and third game testing sessions thought the game board layout looked fine, 
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good or great, so drastic changes to the layout can be deemed unnecessary. It would 
be unreasonable to expect 100% of players to like the appearance of the game, and to 
get such a high percentage of players being satisfied with the board’s appearance was 
quite a feat in itself. However, it has been planned that the game board will be done 
with graffiti by a 19-year-old graffiti artist, who has been volunteering as an instructor in 
Yeesi’s graffiti workshops. Yeesi and I expect that a graffiti style to the game board 
would be especially appealing to the target group and give the game board the magic 
touch or wow-effect, which it is still missing. Involving a 19-year-old in the graphic de-
sign of the game also reflects Yeesi’s motto: from youth to youth (nuorilta nuorille). 
 
The name of the game, Yees!, is positive and Yeesi likes the fact that if the exclama-
tion mark is rotated 180 degrees, then the game board reads like the association’s 
name: Yeesi. The name of the game also reflects a special element of the game, which 
is that players are required to help each other (yeesata) if they want to win the game. 
This special feature also fulfils a social purpose missing from many games, which is 
that helping behaviour is encouraged in the players. Yeesi likes this feature as much as 
I do, so it will also stay unchanged as part of the game. For the betterment of people’s 
well-being and that of communities and societies at large, helping behaviour ought to 
be encouraged in every age group, including young people. In the first two game test-
ing sessions, it was a relief to see that the helping feature worked as well as it did, 
without reminders of it, as player pairs could be heard dealing with it in the following 
way, for example: “Yeesatkaa nyt vähän!” (translation: Help us out!). Overall, according 
to player feedback, my original intentions of the game board appearance were met: 
simple, clear, colourful, fun, creative, and pleasing to the eye for both sexes. 
 
As was visible from player feedback, the game instructions are still in need of devel-
opment; several players commented that the instructions required changes, so that 
they would be clearer, though most players in the third game testing session did not 
make such comments. The teacher from the third game testing session, however, did 
suggest that the instructions could be simplified and clarified with the incorporation of 
visual aids, such as pictures related to the flow or process of the game. This is a fea-
ture that will most likely be added to the game instructions, as visual aids could also 
shorten game instructions, making them more concise and enhancing their unambigui-
ty. It would also be better if game instructions were shorter, considering that the target 
group might not be interested in instructions that take a lot of time to read. Obviously, it 
would not be good if young people are put off the game, because the instructions are 
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too long for them. The threshold for reading instructions needs to be as low as possi-
ble.  
  
5.4 Game Distribution Plans 
 
It was planned that the game would be distributed via the internet to high schools and 
vocational colleges all over Finland. There are various degree programmes in voca-
tional colleges that could benefit from the game, such as health services and social 
services. In fact, young people on every degree programme could benefit from the 
game in the orientation phase, when they are still discovering their personal and pro-
fessional interests, skills, and strengths. Tenth graders all over Finland could benefit 
from the game for the same reasons. All three teachers of the testing sessions men-
tioned that the game would also be useful for the purpose of group spirit and grouping 
(ryhmäytyminen) in educational establishments. There are various courses in vocation-
al colleges and schools that could benefit from incorporating the game into their cur-
riculum, such as health knowledge (terveystieto), life view knowledge (elämän-
katsomustieto), and psychology, of which the introductory segment is now mandatory 
for all first year students in Finnish high schools.   
 
Other game distribution plans include organizations that do outreach youth work. One 
such organization, for which the game would be very fitting, is Vamos. For example, in 
the start-up workshops of Vamos, young people are supported to find their own re-
sources and strengths, as well as plan for the future. Workshop topics include well-
being, personal goals, follow-up paths, work and study skills, social and interpersonal 
skills, inclusion, leisure and other interests, as well as self-knowledge and self-image 
(Vamos Starttityöpaja Sörnäinen). The Yees! –board game covers these topics and 
thus it could be very beneficial for the young people that attend Vamos workshops in all 
four locations of the metropolitan region: Sörnäinen, Pasila, Herttoniemi, and Espoo. 
 
Other places that could benefit from the game include member organizations of The 
Finnish Association for Mental Health, mental health skills training, as well as guidance 
and preparation training for basic vocational education. Yeesi believes the game would 
be suitable for youth houses as well, and one game player, from the first game testing 
session, actually suggested this on the other side of her feedback form: “Peli sopii var-
masti hyvin esim. nuorisotaloille! ☺” In addition to these distribution destinations, Yeesi 
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plans on the game being utilized in the association’s own elective course beginning in a 
vocational college. 
 
5.5 Consideration of Ethics 
 
From the beginning there were personal and professional concerns about whether the 
game questions would seem like leading questions, loaded with a particular moral per-
spective or guidance. Some of the questions certainly parallel personal, liberal values, 
such as the significance of equality, though this was also a topic specifically mentioned 
in the background data acquired from the target group. Two particular game features 
should prevent the questions from feeling too leading: 1) there are no right or wrong 
answers, and 2) the questions themselves can also be debated and questioned by the 
game players. In fact, such discussion ought to be encouraged by the game facilitator if 
it emerges. Nevertheless, as the game creator, I am responsible for the content and 
characteristics of the game, including its social message. As the veteran game design-
er Raph Koster puts it, “creators in all media have a social obligation to be responsible 
with their creations” (2013: 174). Obviously, the game also reflects the principles of 
Yeesi, as it should, because the game was intended to be a trademark product for 
them. Thus the collection of game questions actually reflects perspectives and values 
from three different sources: first and foremost, the young people from whom the back-
ground account was acquired; secondly, the principles and philosophy of Yeesi; and 
lastly, the influence of the game creator’s own world perspective, current studies in 
social services, as well as previous studies in psychology (especially, positive psychol-
ogy and logotherapy). These are issues that need to be taken into consideration when 
the game’s objectivity, or lack thereof, is evaluated.  
 
Anonymity of individual students, who participated in the acquisition of the background 
account as well as the game testing sessions, was protected. Names were not inquired 
in the feedback or observation forms, and names would not be printed in the distributed 
game. Each class was individually asked if they wanted their class mentioned in the 
published game material, and their wishes were and will be respected. In each case, 
the students wanted their class to be mentioned in the game information. 
 




Based on test sessions it seems that the role of the facilitator ought to be clarified. It 
has been planned that in the finished game there will be specific instructions regarding 
the facilitator’s tasks. There is a distinct lack of discussion about the facilitator’s role in 
the theory section, beside the mention in the empowerment part that adult participation 
should be non-directive and non-oppressive. In order for young people to become em-
powered by the game, adult facilitation of the game needs to be subtle and slight, even 
invisible if the players are very self-directive and autonomous. The more freedom the 
players are given to solve their own dilemmas or questions, the better. If they are visi-
bly struggling with some game questions for too long, then intervention is required; a 
condition already mentioned in the game instructions. It takes considerable situation 
awareness and sensitivity from the facilitator to know when to intervene and when to 
leave the players to their own devices. 
 
One problem with the facilitator’s role was brought up by the teacher at the third game 
testing session. This teacher noticed that among some pairs of players, there is one 
player that is more dominant, or at least more vocal, than the other. This also means 
that the more vocal one gets the opportunity to voice their opinions and ideas more 
than their player partner. Obviously, it is not ideal that this happens, as the player rela-
tionship is supposed to be one of equality; in other words, both players in the partner-
ship should get to voice their opinion in equal amounts. Thus there needs to be game 
instructions included regarding how a facilitator ought to intervene in a situation where 
the other player in the player partnership is not getting enough voice time. An additional 
instruction could be included for the player pairs themselves regarding giving each oth-
er equal voice time. The observation forms, completed by facilitators and outside ob-
servers in the game testing sessions, will be checked for more ideas regarding how the 
facilitator’s role and tasks ought to be described in the distributed game instructions. 
 
Being in the facilitator’s role need not be experienced as daunting. As the teacher at 
the second testing session put it: “ei aluksi tiedä, mitä valvoo, mutta selviää kyllä” 
(translation: at first one doesn’t know what to monitor, but it becomes clear). In the test-
ing sessions, the teachers obviously did not have the opportunity to familiarize them-
selves with the game or its instructions in advance, so naturally they could not be es-
pecially prepared to take the role of the facilitator. When the finished game is distribut-
ed, obviously professionals would familiarize themselves with the game’s content and 




5.7 Own professional development 
 
I wanted to conduct this bachelor’s thesis in the area of supportive mental health work 
with young people, because that is where I hope to end up professionally. During this 
entire thesis process, my interest in this particular area of social services has only 
grown, and I have discovered that I am well suited for the area. I obtained the oppor-
tunity to develop my abilities in creating and using participatory and empowering meth-
ods with young people, and I believe that this experience has beneficially served my 
prospective work skills with young people. Carrying out such a sizeable thesis project, 
though occasionally stressful, has ultimately been very rewarding, in relation to what I 
have discovered and learned about the lives and well-being issues of young people. 
Naturally, this is significant insight for me, because this is the client group with which I 
wish to work in the future. I think I have a lot to offer youth work and mental health 
promotion, and especially the specific combination of these work orientations. At least I 
have made a good start in the area, with this mental health board game for young peo-
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